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dation. The method includes receiving a plurality of ranking
values associated with a sport player, each of the ranking
values being generated from a respective source. The
method includes assigning a weight value to each of the
ranking values, the weight value being associated with the
respective source. The method includes generating a recom-
mendation value for the sport player as a function of the
ranking values and the corresponding weight values. The
method includes receiving a selection value for the sport
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METHOD AND DEVICE FOR FANTASY
SPORTS PLAYER RECOMMENDATIONS

PRIORITY CLAIM

[0001] This invention claims priority to U.S. Provisional
Application Ser. No. 61/500,018 entitled “Automated Fan-
tasy Draft Player Recommendations”, filed Jun. 22, 2011,
the disclosure of which is incorporated, in its entirety,
herein.

INCORPORATION BY REFERENCE

[0002] The entire disclosures of U.S. patent application
Ser. No. 13/331,894, filed Dec. 20, 2011, U.S. patent appli-
cation Ser. No. 12/760,277, filed Apr. 14, 2010, U.S. patent
application Ser. No. 12/760,422, filed Apr. 14, 2010, U.S.
patent application Ser. No. 12/760,384, filed Apr. 14, 2010,
and U.S. patent application Ser. No. 14/760,269, filed Apr.
14, 2010, including the specification, claims, and abstract,
all of which share at least one common inventor and are
assigned to a common assignee with the present application,
are hereby expressly incorporated by reference herein.

FIELD OF THE INVENTION

[0003] This present invention pertains to the field of
fantasy sports games. The exemplary embodiments relate to
a method and system for providing recommendations, in
particular for drafting or managing a player in a fantasy
sports team by adjusting a weight applied to recommenda-
tion algorithms used to generate the recommendations.

BACKGROUND INFORMATION

[0004] A fantasy sports game is a simulation game where
users act as managers or owners of simulated sport teams
called “fantasy teams,” where each team comprises a num-
ber of “players.” Thus, the term “owner” is used to refer to
a participant in the fantasy sports game. An owner may be
a natural person or a computer-controlled opponent. A
“user” is a fantasy owner who is also a natural person. Thus,
the term “user” and “owner” are used interchangeably in
their roles in the fantasy sports game. In contrast, the term
“player” refers to one of the selectable fantasy characters. In
certain fantasy sports games, each player corresponds to an
athlete in a professional sports league.

[0005] Features for conventional fantasy sports games are
already known in the art. In a first example, a player
evaluation system uses historical data to predict player
performance through the end of the season using a blending
function. The system is also applied in a draft context by
assigning average performance values to the slots on the
owner’s team that have not yet been filled with players yet
to be drafted. In calculating team points, one version weighs
certain statistics more heavily than others.

[0006] Inanother conventional feature for a fantasy sports
game, a system uses draft position information to make draft
recommendations. The draft position information is used to
determine the likelihood that a given player, or a class of
players, will be available. The draft position information
may be used to provide recommendations and information
predictive of the available player pool at the time of a given
user-participant’s draft positions, or at the time of other draft
positions. Two common methodologies used for this type of
system is Value Based Drafting (“VBD”) or Dynamic VBD
(“DVBD?”). A player valuation module uses dynamic player
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valuation, including a durability parameter, a consistency
parameter, and a strength of opponents” defenses parameter.
[0007] Conventional recommendation engines are also
known in the art. An example of such an engine utilizes
historical information about competitors’ past picks and
performance in a fantasy league to determine the method-
ology the competitor is using to make picks, specifically
attempting to match past picks with certain experts to
determine which expert’s advice the competitor is most
likely following. In another conventional recommendation
engine, the players on the current roster are compared to the
best available players to make a recommendation. In yet
another conventional recommendation engine, player ana-
lyzing software queries a sports statistics system to analyze
the relevant players and delivers the analysis to a roster
move recommending software component that delivers to
the user roster move recommendations based on the results
of the player analysis. The player analysis may be based on
actual statistics or projected statistics.

[0008] Other recommendation engines relate to other fea-
tures of a fantasy sports game, such as start/sit recommen-
dations, which tend to be based upon a specific expectation
of the points scored and are made without reference to the
other team in the matchup. That is, they focus on attempting
to score the most possible points without any concern about
what the other team will do or how likely victory may be.
[0009] Fantasy team owners may consult an average draft
position chart, which is information that is publicly avail-
able, in order to determine whether or not it is safe to wait
one more round in order to make their selection or if they
would be well-advised to select the player immediately.
Most conventional solutions start with a survey of the
available players and then a (frequently arbitrary) determi-
nation of their differences and similarities. However, this is
a fairly manual process; at best, fans can use a “cheat sheet”
assembled by a professional research staff (e.g., a news
service or content provider) to reduce the burden.

[0010] Some fantasy sports owners, when participating in
an auction-style draft, will compute players’ auction values
before the draft and then approximate the necessary adjust-
ments as the draft goes along.

[0011] Successful fantasy owners tend to attempt to ascer-
tain what players other owners in their draft are likely to
target, and then adjust their draft strategy accordingly. For
example, a team that is drafting 9th in a 10-team league will
typically also have the 12th pick. With his 9th pick, he is
likely to select the player he believes will be most likely to
be selected by the team with the 10th and 11th picks, hoping
that another player that he covets more than his opponent
may still be available at #12. This is particularly important
later in the draft. For example, if a team in a fantasy
American football league has the 79th and 82nd selections
and needs a quarterback, but the team with the 80th and 81st
selections already has an elite quarterback on its roster, it is
likely advantageous to select a different position for pick
number 79, knowing that the team with picks 80 and 81 is
unlikely to select a second quarterback.

[0012] Fantasy owners in leagues where teams are
matched up against a single opponent (“head-to-head”
leagues) are used to attempting to pick up players who have
additional games during a matchup, or, in fantasy baseball,
players who are “two-start” pitchers (starting pitchers that
will get two starts during a week; most only get one, so a
two-start pitcher is very valuable).
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[0013] Successful fantasy team owners are aware of vari-
ous concepts and make use of them when drafting their
fantasy teams. For example, with football, it is usually easy
to determine whom the principal backup is for a given
running back, and charts that include the teams’ bye weeks
are readily available online.

[0014] One conventional scoring system for fantasy sports
is “rotisserie” scoring. In this system, the players’ object is
to accumulate statistics across a predetermined plurality of
sports statistics. During the draft, one goal is to build a team
that is expected to meet statistical levels that have generated
a victory in the past, in the expectation that aggregate
statistical levels during the upcoming season will be
approximately equal. Fans who are in a league that carries
over from year-to-year will sometimes look at last year’s
standings to approximate this value, but that is of little use
to people who are new to the league or who do not have a
representative league available to use for comparison. Thus,
there is a need for a recommendation engine to provide
weighted recommendations in a fantasy sports game envi-
ronment.

[0015] FIG. 3 shows a method 300 for executing a fantasy
sports application to draft players as is known in the art.
Specifically, the method 300 relates to a fantasy sports
application, executed upon a host, which performs each
round of the draft, enabling users to select players in a
sequential manner; in one embodiment, this may be a
conventional “serpentine” manner. In this embodiment, a
user who selects first in an odd number round subsequently
selects last in an even number round. In step 310, the draft
is initialized. In step 320, an owner or user selects a player
and the host executing the fantasy sports application
receives the selection, for example, through a network via a
transceiver. In step 330, a determination is made whether
there are further rounds for selections to be made. If the
determination in step 330 indicates that more rounds are to
be performed, the method 300 returns to step 320 where
further selections are received. If the determination in step
330 indicates that no more rounds are to be performed, the
method 300 ends.

[0016] FIG. 4 shows a method 400 for executing a fantasy
sports application to draft players as is known in the art.
Specifically, the method 400 relates to a fantasy sports
application, executed upon a host, for users to select players
in a conventional auction format. Thus, a user is provided a
predetermined budget in which to “bid” for a player and the
player who provides the highest “bid” receives the player for
the owner’s team. In step 410, the draft is initialized. In step
420, an owner or user selects a player and the host executing
the fantasy sports application receives the selection, for
example, through the network via the transceiver. In step
430, the owner or user provides a bid on the player and the
host receives the bid.

[0017] In step 430, further owners or users who are also
interested in drafting the selected player provide bids and the
host receives the respective bids. Thus, in step 440, the host
determines the user who provided the highest bid, and that
user drafts the player. In step 450, a determination is made
whether there are empty slots for a respective position
related to the sport in the fantasy sports application. If the
determination in step 450 indicates that more auctions are to
be performed since there are still empty slots, the method
400 returns to step 420 where further selections are received.
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If the determination in step 450 indicates that no more slots
are empty, the method 400 ends.

[0018] When using systems implementing the prior art
methods discussed above, fantasy team owners may review
player rankings from various sources such as journalists,
experts, and historical data, or create their own rankings
based upon a synthesis thereof, to assist them in their
decision making. Prior art systems, however, do not auto-
matically or adaptively synthesize various weighted ranking
sources into a player recommendation.

BRIEF DESCRIPTION OF THE DRAWINGS

[0019] FIG. 1 shows a system in which a fantasy sports
application is executed according to an exemplary embodi-
ment of the present invention.

[0020] FIG. 2 shows a user device that connects to a host
of FIG. 1 for the fantasy sports application according to an
exemplary embodiment of the present invention.

[0021] FIG. 3 shows a first conventional method for
executing a fantasy sports application to draft players.
[0022] FIG. 4 shows a second conventional method for
executing a fantasy sports application to draft players, where
the method depicted is an auction-style draft.

[0023] FIG. 5 shows a recommendation engine according
to an exemplary embodiment of the present invention.
[0024] FIG. 6 shows a method for adjusting weights of
ranking values used to determine a recommendation accord-
ing to an exemplary embodiment of the present invention.

DETAILED DESCRIPTION

[0025] The present invention relates to a method and
device for generating a fantasy sports recommendation. The
method comprises receiving a plurality of ranking values
associated with a sport player. Each of the ranking values is
generated from a respective source. The method comprises
assigning a weight value to each of the ranking values. The
weight value is associated with the respective source. The
method comprises generating a recommendation value for
the sport player as a function of the ranking values and the
corresponding weight values. The method comprises receiv-
ing a selection value for the sport player. The method
comprises determining a further weight value for each of the
sources as a function of the selection value, the recommen-
dation value, and the weight value for the corresponding
source.

[0026] The exemplary embodiments may be further under-
stood with reference to the following description of the
exemplary embodiments and the related appended drawings,
wherein like elements are provided with the same reference
numerals. The exemplary embodiments are related to a
device and method for providing recommendations for play-
ers who are drafted in a fantasy sports application. Specifi-
cally, the recommendations are provided as a function of a
plurality of rankings, each ranking being determined by a
respective algorithm. The recommendations are further
adjusted as a function of which algorithm is used. While
drafting a fantasy sports team, a fantasy team owner must
consider a multitude of factors to determine the best possible
selection. The exemplary embodiments of the present inven-
tion assist in the drafting by providing a set of recommen-
dations that help guide the decision-making process, in a
manner useful during a (potentially time-limited) draft.
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[0027] Initially, it is noted that the terminology used herein
for the exemplary embodiments of the present invention are
consistent with what was described above. Accordingly, the
terms of an “owner” and a “user” may be used interchange-
ably to refer to a common person who owns a fantasy team.
On the other hand, the term of “a player” relates to an actual
sport athlete participating in the respective sport of the
fantasy sports application.

[0028] According to the exemplary embodiments of the
present invention, a recommendation engine may provide a
single player recommendation or a set of recommended
players. As will be described in further detail below, the
recommendations may be derived from a variety of sources
and tailored for a specific set of rules in use in the league in
which a draft is being performed. The rules may be input by
the user of the system of the present invention or may be
input by a user (i.e., a fantasy team owner) in an exemplary
embodiment where the user is participating in a game that is
not run by the system owner. In the exemplary embodiments
where the rules are integrated into the system that is admin-
istering the fantasy league, the recommendations may
appear inside the draft client and, therefore, be available to
be accessed at any time without having to use an external
source.

[0029] The fantasy sports application may be an interface
provided on a client. Accordingly, the client may be
executed on an electronic device that is configured with a
transceiver to connect the device to a network. FIG. 1 shows
a system 100 in which the fantasy sports application may be
executed. As shown in FIG. 1, a plurality of users 140 may
each have a user device 130 that is configured to commu-
nicate with a communication network arrangement 120, for
example, via a wired or wireless connection. The network
120 may include or connect to a host device 110 that is
configured to execute the fantasy sports application. As will
be described in further detail below, the fantasy sports
application may be configured to provide recommendations
to the users 140. Accordingly, the host 110 may be connected
or have access to a plurality of different sources of data that
is used to provide the recommendations. It should be noted
that the use of three users 140 and respective user devices
130 is only exemplary. Those skilled in the art will under-
stand that the system 100 may include any number of users
140 and user devices 130 who participate in the fantasy
sports application.

[0030] The network 120 may be any type of network
configuration capable of connecting the plurality of user
devices 130. In a first exemplary embodiment of the present
invention, the host 110 may be a website. Accordingly, the
network 120 may be the Internet (e.g., WAN). In this
exemplary embodiment, the network 120 may include a
plurality of network components such as a server, a data-
base, a network management arrangement, a plurality of
access points, etc. In a second exemplary embodiment of the
present invention, the host 110 may be an electronic device
(e.g., server terminal) operated by a user. Accordingly, the
network 120 may be a local area network (LAN). In this
exemplary embodiment, the network 120 may include a hub
that is configured to connect the user devices 130 to the host
110 for data to be exchanged thereamong.

[0031] FIG. 2 shows one of the user devices 130 that
connects to the host 110 and shows the interface for the
fantasy sports application according to an exemplary
embodiment of the present invention. The user device 130
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may be any electronic device such as a computer terminal,
a laptop, a personal digital assistant, a tablet, a cellular
phone, etc. The user device 130 may also operate using any
operating system such as Windows, Mac OS, Linux,
Android, i0S, etc. That is, the recommendation engine
according to the exemplary embodiments of the present
invention may be adapted for any platform used by the user
device 130. It should also be noted that the recommendation
engine according to the exemplary embodiments of the
present invention may also be adapted to any fantasy sports
game that is run on the host 110. The user device 130 may
include a processor 210, a memory arrangement 220, an
input device 230, a display 240, and a transceiver 250. It
should be noted that the user device 130 may include further
components; for example, when the user device is a portable
electronic device, a power supply may be included. It should
also be noted that the input device 230 and the display 240
may be embodied together, for example, in a touch screen
configured to perform both functionalities.

[0032] The processor 210, the memory 220, the input
device 230, the display 240, and the transceiver 250 may all
provide conventional functionalities for the user device 130.
For example, the processor 210 may execute the interface
for the fantasy sports application. In another example, the
processor 210 may execute a browser application in which
the fantasy sports application is executed thereon. The
transceiver 250 may exchange data through the network 120
with the host 110, in particular to receive data related to the
fantasy sports application as well as the recommendations
generated by the recommendation engine, as will be dis-
cussed in further detail below.

[0033] While performing the draft as described in one of
the methods above, the host 110 may include a recommen-
dation engine that provides one or more recommendations
for the users to determine an optimal selection of one or
more players. FIG. 5 shows a recommendation engine 500
that is configured to provide the recommendations according
to an exemplary embodiment of the present invention. The
recommendation engine 500 may be incorporated as part of
the host 110 or may be a separate utility of the fantasy sports
application. The recommendation engine 500 may also be
configured to access or be connected to a plurality of data
sources. For example, the data may be related to past ranking
values of a player as a function of performance from
previous seasons. In another example, the data may be
related to current ranking values of a player as assessed by
other leagues in the sport of the fantasy sports application.
In yet another example, the data may be related to ranking
values as determined by “experts” in the sport. It should be
noted that there are many other sources of data that provide
ranking values of players that the recommendation engine
may consider prior to generating the recommendations to the
users 140. The recommendation engine 500 may incorporate
the above noted ranking values in order to generate an
overall recommendation for a particular player or group of
players to the users 140.

[0034] As will be discussed in further detail below, the
sources may each utilize a specific algorithm to determine
the respective ranking values. The recommendation engine
500 may include weight values assigned to each source, and
thus algorithm, to emphasize a particular ranking value over
a different ranking value so that the recommendation reflects
these weight values. For example, between two ranking
values, if a first ranking value for a player recommends that
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the player should be drafted in a first position while a second
ranking value for the player recommends that the player
should be drafted in a fourth position, but the first ranking
value is weighted more, the recommendation engine 500
may generate an overall recommendation value in which the
player is recommended to be drafted in a position closer to
what the first ranking value suggests.

[0035] For the recommendation engine 500 to ultimately
generate recommendations, the recommendation engine 500
may utilize a plurality of processors that provide data
thereto. Specifically, each of the plurality of processors may
be sources of analyzed data that the recommendation engine
500 uses to generate the recommendations. As illustrated in
FIG. 5, a plurality of processors may include a recommen-
dation provider 510 connected to a first data storage 520, a
recommendation filter 530 connected to a second data
storage 540, a recommendation score provider 550 con-
nected to a third data storage 560, and an auction value
provider 570 connected to a fourth data storage 580.
Because the recommendation engine 500 is designed with
multiple componentized interfaces, additional ranking tech-
niques and weights to the system may be added easily by,
e.g., the owner. If required, further processors may also be
incorporated for the recommendation engine 500. By receiv-
ing the analyzed data from the plurality of processors listed
above, the recommendation engine 500 may analyze the
data to generate the recommendations by further incorpo-
rating the weights associated with each ranking value pro-
vided by the plurality of processors 510, 530, 550, 570
according to the exemplary embodiments of the present
invention. Note that the separation into various processors
510, 530, 550, and 570, and various data storages 520, 540,
560, 580, is merely exemplary. Those skilled in the art will
understand that any of these processing functions may be
subcomponents of a single processor, and that any number
of data storages may be physically maintained in a single
unit. Note further that any of the processors 510, 530, 550,
and 570, and the associated data storages 520, 540, 560, and
580, may be replicated and configured independently, such
that any number of processors and data storages may be
linked in an embodiment of the invention.

[0036] According to the exemplary embodiments of the
present invention, the recommendation engine 500 may
provide a recommendation to the users 140 to make a
determination in drafting a player. Whether a serpentine
method or an auction method is used to draft the player, the
recommendation may be generated as a function of the
plurality of ranking values received by the recommendation
engine 500. When there is no prior data related to the user
140, the recommendation engine 500 may apply a predeter-
mined weighting to the ranking values. In a first example, an
even weight distribution may be used for each of the ranking
values. Thus, with four ranking values being received, each
ranking value may be assigned a weight of 25%. In a second
example, a weight distribution most commonly used by
users on the host may be used. Thus, with the four ranking
values being received, the first ranking value may be pre-
determined to be assigned a weight of 30%, the second
ranking value may be 15%, the third ranking value may be
35%, and the fourth ranking value may be 20%. In a third
example, an expert in the field may assign a predetermined
weight to each algorithm based upon personal experience,
preference, or ideas.
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[0037] The recommendation engine 500 may subse-
quently determine the recommendation(s) to provide to the
user 140 as a function of the ranking values from the
plurality of sources and the respective weights assigned
thereto. Accordingly, each selection made by the user 140
may reflect a decision that corresponds to one of the ranking
values used to generate the recommendation. The recom-
mendation engine 500 may accumulate the selections made
by the user and determine the frequency with which a
particular ranking value from a source is used for making the
selection. Subsequently, as described in further detail below,
the recommendation engine 500 may adjust the weights
assigned to the ranking values in order to generate a rec-
ommendation that is more tailored to the preferences of the
user. In a case where the user 140 makes a selection where
the recommendation is not viewed or otherwise used, the
recommendation engine 500 may consider such a selection
irrelevant and remove this selection from the adjustment to
the weights of the ranking values.

[0038] In a specific example of the above exemplary
embodiment of the present invention, an exemplary ranking
system assigns each player a score from 0 to 100, 100 being
a perfect score. This score may be determined by the
recommendation score provider 530 according to the spe-
cific configuration of that provider, acting upon information
provided by the recommendation providers 510, understand-
ing that multiple recommendation score providers 530 may
exist in a system and that each may be configured indepen-
dently, resulting in different scores. For example, one rec-
ommendation provider 510 may produce an ordered list of
players expected to provide the most value relative to their
peers, and one recommendation score provider 530 may
then scale this value to the 0-100 scale to produce a score.
For a particular first player, a first ranking value may be 99,
highest among all players; a second ranking value may be
91, third-best among all players; and a third ranking value
may be 74, tenth among all players. At this stage, the
recommendation engine may equally distribute the weights
to these ranking values as 33% each, for an aggregate score
of 88. For a particular second player, a first ranking value
may be 90, third among all players; a second ranking value
may be 92, second among all players; and a third ranking
value may be 94, first among all players, for an aggregate
score of 92. These may be two of the highest aggregate
scores from amongst the entire body of available players.
The recommendation engine 500 may then present these to
the user as recommendations, ordered such that the second
player was ranked better than the first player. If the user
selects the first player, the recommendation engine 500 may
adjust the weights assigned to the ranking values. For
example, the weight of the first ranking value may be
increased (even significantly since it gave a very high score
to the first player who was eventually the selection of the
user), the weight of the second ranking value may be
decreased slightly (the first player eventually selected was
rated highly by this algorithm but was not its primary
recommendation), and the weight of the third ranking value
may be decreased significantly (as the ranking value was, by
far, the lowest of the three). Accordingly, the recommenda-
tion engine 500 may now distribute the weights so that the
source providing the first ranking value is at 60%, the source
providing the second ranking value is at 25%, and the source
providing the third ranking value is at 15%. When it is time
for a following turn of the user 140, the recommendation
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engine 500 may utilize the adjusted weights to determine the
recommendation from the ranking values.

[0039] It should be noted that the recommendation engine
500 may require more than a single selection by the user 140
to determine an adjustment of the weights to the ranking
values. Thus, the recommendation engine 500 may allow the
user 140 to make a plurality of selections using a common
weight distribution to the ranking values before making the
adjustments to the weights.

[0040] It should also be noted that the weight adjustments
for the user 140 is only exemplary. According to the exem-
plary embodiments of the present invention, the recommen-
dation engine 500 may adjust the weights assigned to the
ranking values in a variety of ways. In a first example and
as described above, the weights of the ranking values used
to determine a recommendation for a single user 140 may be
made. In a second example, the weights of the ranking
values used to determine a recommendation may be made
for every user 140 of a particular league. In such an example,
the recommendation engine 500 may collect a plurality of
selections made by each of the users 140 in the league prior
to determining the adjustments to the weights. In a third
example, the weights of the ranking values used to deter-
mine a recommendation may be made for the system as a
whole. In such an example, the recommendation engine 500
may collect a plurality of selections made by each of the
users 140 spanning a plurality of leagues that are part of the
system prior to determining an adjustment to the weights.
[0041] It should further be noted that the recommendation
engine 500 generating a single recommendation from the
ranking values is only exemplary. Using the interface
described above, the recommendation engine 500 may dis-
play several recommended players to the user 140, arranged
in order of their aggregate score. The user 140 may further
be informed of each source upon which the ranking value is
being based. In this exemplary embodiment of the present
invention, the recommendation engine 500 may receive a
selection from the user 140 which includes information
about whether or not the user viewed the recommendations
and which recommended player is being selected. Accord-
ingly, subsequent recommendations may be shown by the
recommendation engine 500 in a list where the weighted
scores of the ranking values dictate the order in which the
list is displayed. It should also be noted that the recommen-
dation engine 500 may simply determine if the user 140
makes a manual decision since a recommendation shown in
the list is not used; alternatively, the information provided
from the user 140 may indicate that the recommendations
were not used (e.g., a graphical user interface that displays
the recommendations is not activated or viewed by the user
140), in which case the selection may be considered to be
manual even if it matches the player recommended by one
or more algorithms.

[0042] FIG. 6 shows a method for adjusting weights of
ranking values used to determine a recommendation accord-
ing to an exemplary embodiment of the present invention.
The method 600 will be described with reference to the
recommendation engine 500 of FIG. 5. It should be noted
that the method 600 relates to the above-described exem-
plary embodiment of the present invention in which the
recommendation engine 500 generates a list of recommen-
dations for the user 140.

[0043] In step 605, the recommendation engine 500
receives a plurality of ranking values and weight values. As
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described above, the recommendation engine 500 may be
connected to any number of processors 510, 530, 550, 570.
These processors may provide ranking values or general
player data. In step 610, the recommendation engine 500
determines one or more recommendations and displays the
recommendation(s) to the user 140 via the interface. As
discussed above, the recommendation engine 500 may uti-
lize a predetermined set of weights associated with each
ranking value to determine the recommendation. For
example, an initial set of weights may be an even distribu-
tion. In another example, a weight distribution for the entire
league including all the owners 140 may be used. In a further
example, the initial set of weights may be selected by an
expert in the field and fixed for all users.

[0044] In step 615, the user 140 may make a selection that
is received by the recommendation engine 500. As discussed
above, the user 140 may not utilize the recommendation, and
may make a manual selection. For example, the user 140
may not even view the recommendations shown in step 610
or invoke the recommendation interface showing the rec-
ommendations. Thus, in step 620, a determination is made
whether the selection made by the user 140 was a manual
one using, for example, whether the recommendations were
viewed by the user 140. If the selection is manual, the
method 600 continues to step 625. In step 625, the recom-
mendation engine 500 maintains the current weights for the
ranking values.

[0045] Returning to step 620, if the selection is not
manual, the method 600 continues to step 630. In step 630,
the recommendation engine 500 may determine the ranking
value that was used or reflected by the selection of the user
140. As discussed above, when a plurality of ranking values
are used to generate a single recommendation and the
selection by the user coincides or substantially coincides
with one of the ranking values, the recommendation engine
500 may determine that one ranking value was used over the
other ranking values. In step 635, the recommendation
engine 500 may adjust the weights of the ranking values as
a function of the selection made in step 615.

[0046] After either step 625 or 635, the method 600
continues to step 640. In step 640, a determination is made
whether further selections are to be made. As discussed
above, a team of the user 140 may include a variety of slots
for players. When there are further selections to be made, the
method 600 returns to step 605 and the ranking values are
again received. It should be noted that an iteration of the
method 600 at this point will utilize the adjusted weights of
the ranking values determined in step 635 when the recom-
mendation is determined in step 610. When no further
selections are to be made, the method 600 ends.

[0047] The exemplary embodiments of the present inven-
tion provide a recommendation engine that receives a plu-
rality of different ranking values from a plurality of different
sources so that a recommendation may be generated as a
function of these ranking values and respective weight
values associated therewith. The recommendation engine
may adjust the weight values assigned to each of the
plurality of sources as subsequent selections are made.
Accordingly, a source which generates ranking values most
similar to the selections eventually made by users may have
a higher weight associated therewith so that the recommen-
dation generated by the recommendation engine better
reflects the users’ preference for the source. For example,
the system may be configured such that a source that
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generates ranking values that correlate with an actualized
user selection twice as frequently as another source may
receive a weight that is twice as large. The weights of the
ranking values may have a predetermined initial value prior
to any adjustments made thereto. The weights assigned to
each source may also be adjusted after at least one selection
is made to base the adjustments. These adjustments to the
weights assigned to each source may be done for each
individual user, for a particular league including a plurality
of players, or even for the system as a whole including a
plurality of leagues.

[0048] Those skilled in the art will understand that the
above-described exemplary embodiments may be imple-
mented in any number of manners, including, as a separate
software module, as a combination of hardware and soft-
ware, etc. For example, the recommendation engine may be
a program containing lines of code that, when compiled,
may be executed on a processor.

[0049] It will be apparent to those skilled in the art that
various modifications may be made in the present invention,
without departing from the spirit or the scope of the inven-
tion. Thus, it is intended that the present invention cover
modifications and variations of this invention provided they
come within the scope of the appended claimed and their
equivalents.

1-20. (canceled)

21. A method, comprising:

executing a fantasy sports draft client that corresponds to
a fantasy sports league and wherein the fantasy sports
league comprises a plurality of fantasy sports owners;

receiving a first plurality of ranking values associated
with a first sport player and a second plurality of
ranking values associated with a second sport player
from a plurality of sources;

assigning a weight value to each of the ranking values, the
weight value being associated with the source that
generated the ranking value;

generating, in under one second of elapsed time, a rec-
ommendation value for the sport player as a function of
the ranking values, the corresponding weight values
and a set of scoring rules that correspond to the fantasy
sports league;

displaying, in under one second of elapsed time from the
generating, within the fantasy sports client a represen-
tation of the first sport player and a representation of the
second sport player, wherein the representations of the
first and second sport players are ordered based on the
recommendation values of the first and second sports
players;

receiving, during the execution of the fantasy sports draft
client, a selection value for one of the first and second
the sport player, wherein the selection value corre-
sponds to input from one of the plurality of fantasy
sports owners; and

determining, during the execution of the fantasy sports
draft client, a further weight value for each of the
sources as a function of the selection value, the rec-
ommendation value, and the weight value for the
corresponding source.

22. The method of claim 21, wherein the weight values

have a predetermined initial value.
23. The method of claim 22, wherein the predetermined
initial value is an equal distribution among the sources.
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24. The method of claim 21, wherein, prior to the deter-
mining of the further weight values, the receiving of the
selection value step is repeated until a predetermined num-
ber of selections are received.
25. The method of claim 21, further comprising:
receiving a plurality of further ranking values associated
with a further sport player from the plurality of sources;

assigning the further weight values to each of the further
ranking values and each ranking value associated with
a remaining sport player, wherein the remaining sport
player is one of the first sport player and second sport
player and is determined based on the selection value;
and

generating a further recommendation value for the further

sport player as a function of the further ranking values
and the corresponding further weight values and the
further recommendation value for the remaining sport
player as a function of the ranking values associated
with the remaining sport player and the corresponding
further weight values.

26. The method of claim 25, further comprising:

Displaying, within the fantasy sports client, a represen-

tation of the further sport player and a representation of
the remaining sport player, wherein the representation
of the further sport player and remaining sport player is
ordered based on the further recommendation value.

27. The method of claim 21, wherein the recommendation
value is determined as a single, final ranking value.

28. The method of claim 21, wherein the weight values
and the further weight values are associated with one of a
single user, a league of users, and a system of leagues.

29. The method of claim 21, wherein the further weight
values are the same as the weight values when the selection
value is unrelated to the recommendation value.

30. The method of claim 21, wherein the weight values
are initially determined as a function of a plurality of prior
selection values.

31. A device, comprising:

a communication arrangement configured to communi-

cate via a communication network;

a memory arrangement; and

a processor configured to perform operations comprising:

executing a fantasy sports draft client that corresponds
to a fantasy sports league and wherein the fantasy
sports league comprises a plurality of fantasy sports
owners;

receiving a first plurality of ranking values associated
with a first sport player and a second plurality of
ranking values associated with a second sport player
from a plurality of sources;

assigning a weight value to each of the ranking values,
the weight value being associated with the source
that generated the ranking value;

generating, in under one second of elapsed time, a
recommendation value for the first and second sport
player as a function of the ranking values, the
corresponding weight values and a set of scoring
rules that correspond to the fantasy sports league;

formatting for display, in under one second of elapsed
time from the generating, within the fantasy sports
draft client a representation of the first sport player
and a representation of the second sport player,
wherein the representation of the first and second
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sport player is ordered based on the recommendation
value of the first and second sport player;
receiving, during the execution of the fantasy sports
draft client, a selection value for one of the first and
second sport player; and
determining, during execution of the fantasy sports
draft client, a further weight value for each of the
sources as a function of the selection value, the
recommendation value, and the weight value for the
corresponding source.
32. The device of claim 31, wherein the weight values
have a predetermined initial value.
33. The device of claim 32 wherein the predetermined
initial value is an equal distribution among the sources.
34. The device of claim 31, wherein, prior to the deter-
mining of the further weight values, the processor repeats
the receiving of the selection value step until a predeter-
mined number of selections are received.
35. The device of claim 31, wherein the operations further
comprise:
receiving a plurality of further ranking values associated
with a further sport player from the plurality of data
sources;
assigning the further weight values to each of the further
ranking values and each ranking value associated with
a remaining sport player, wherein the remaining sport
player is one of the first sport player and the second
sport player and is determined based on the selection
value; and
generating a further recommendation value for the further
sport player as a function of the further ranking values
and the corresponding further weight values and the
further recommendation value for the remaining sport
player as a function of the ranking values associated
with the remaining sport player and the corresponding
further weight values.
36. The device of claim 35, wherein the operations further
comprise:
formatting for display within the fantasy sports client a
representation of the further sport player and a repre-
sentation of the remaining sport player, wherein the
representation of the further and remaining sport player
is ordered based on the further recommendation value.
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37. The device of claim 31, wherein the recommendation
value is determined as a single, final ranking value.
38. The device of claim 31, wherein the weight values and
the further weight values are associated with one of a single
user, a league of users, and a system of leagues.
39. The device of claim 31, wherein the further weight
values are the same as the weight values when the selection
value is unrelated to the recommendation value.
40. A non-transitory computer readable storage medium
including a set of instructions executable by a processor,
wherein when executed the set of instructions cause the
processor to perform operations, comprising:
executing a fantasy sports draft client that corresponds to
a fantasy sports league and wherein the fantasy sports
league comprises a plurality of fantasy sports owners;

receiving a first plurality of ranking values associated
with a first sport player and a second plurality of
ranking values associated with a second sport player
from a plurality of sources;

assigning a weight value to each of the ranking values, the

weight value being associated with the source that
generated the ranking value;
generating, in under one second of elapsed time, a rec-
ommendation value for the first and second sport player
as a function of the ranking values, the corresponding
weight values and a set of scoring rules that correspond
to the fantasy sports league;
formatting for display, in under one second of elapsed
time from the generating, within the fantasy sports
client a representation of the first sport player and a
representation of the second sport player, wherein the
representation of the first and second sport player is
ordered based on the recommendation value of the first
and second sport player;
receiving, during execution of the fantasy sports client, a
selection value for one of the first and second sport
player, wherein the selection value corresponds to input
from one of the plurality of fantasy sports owners; and

determining, during execution of the fantasy sports client,
a further weight value for each of the sources as a
function of the selection value, the recommendation
value, and the weight value for the corresponding
source.



